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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY 
PRECAUTIONS BOOKLET INCLUDED WITH THIS PRODUCT BEFORE 
USING YOUR NINTENDO® HARDWARE SYSTEM, GAME CARD OR 
ACCESSORY. THIS BOOKLET CONTAINS IMPORTANT HEALTH AND 
SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES. 


AWARNING - Seizures 


e Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns, 
such as while watching TV or playing video games, even if they have never had a seizure before. 
e Anyone who has had a seizure, loss of awareness, or other symptom linked to an epileptic condition 
should consult a doctor before playing a video game. 
* Parents should watch when their children play video games. Stop playing and consult a doctor if you or 
your child have any of the following symptoms: 
Convulsions Eye or muscle twitching 
Altered vision Involuntary movements 
* Toreduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


AAWARNING - Radio Frequency Interference 


The Nintendo DS can emit radio waves that can affect the operation of nearby electronics, including 

cardiac pacemakers. 

* Do not operate the Nintendo DS within 9 inches of a pacemaker while using the wireless feature. 

e If you have a pacemaker or other implanted medical device, do not use the wireless feature of the 
Nintendo DS without first consulting your doctor or the manufacturer of your medical device. 

* Observe and follow all regulations and rules regarding use of wireless devices in locations such as 
hospitals, airports, and on board aircraft. Operation in those locations may interfere with or cause 
malfunctions of equipment, with resulting injuries to persons or damage to property. 


Loss of awareness 
Disorientation 


A WARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these 
instructions to avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain: 

* Avoid excessive play. It is recommended that parents monitor their children for appropriate play. 

e Take a 10 to 15 minute break every hour, even if you don't think you need it. 

e When using the stylus, you do not need to grip it tightly or press it hard against the screen. Doing so 
may cause fatigue or discomfort. 

If your hands, wrists, arms or eyes become tired or sore while playing, stop and rest them for several 
hours before playing again. 

If you continue to have sore hands, wrists, arms or eyes during or after play, stop playing and see a doctor. 


A WARNING - Battery Leakage 


The Nintendo DS contains a rechargeable lithium ion battery pack. Leakage of ingredients contained within the 
battery pack, or the combustion products of the ingredients, can cause personal injury as well as damage to your 
Nintendo DS. 

If battery leakage occurs, avoid contact with skin. If contact occurs, immediately wash thoroughly with soap and 
water. If liquid leaking from a battery pack comes into contact with your eyes, immediately flush thoroughly with 
water and see a doctor. 

To avoid battery leakage: 

Do not expose battery to excessive physical shock, vibration, or liquids. 

Do not disassemble, attempt to repair or deform the battery. 

Do not dispose of battery pack in a fire. 

Do not touch the terminals of the battery, or cause a short between the terminals with a metal object. 
Do not peel or damage the battery label. 
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Alone stork flies hastily through the 
darkened pre-dawn skies. Held firmly in its 
beak is a very special package: a pair of 
newborn twins, which the stork is hurrying 
to deliver to their parents! 


Just as the stork races through the skies over 
Yoshi's Island, something terrible happens! 
A " shadow rushes toward the stork with 

tremendous speed and crashes 


into it! The startled stork drops the 
twin babies... 
| 3 phe 


੧ Help the falling Baby Mario s on ੧੦95 | 
back, then help Yoshi return the babies to ` 
the stork. Try to earn as many pointsas — । 
you can as quickly as possible. Master the touch-action in this game ੨04, 
try to set new records! 
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Confirm that your ir Nintendo DSis turned off and insert the Yoshi Touch & Go Game 
Card. Turn the EE on and tap the Touch Screen after the Nintendo DS start-up 
screen appears. Then touch the Yoshi Touch & Go panel to start the game. 


By setting your Nintendo DS system to auto start-up, you can shorten this process. 
For more information, refer to page 20 in your Nintendo DS Instruction Booklet. 


ee 


| Main Me Menu 


When the game begins, the title 
screen will appear on the Top 
Screen. The main menu will 
appear on the Touch Screen. 
Touch any icon on the main 
menu to choose that mode. 


Allin-game action in Yoshi Touch & Go is performed 


You can also refer 
to this manual for information on button and 
microphone controls. 


Use the stylus included with your Nintendo DS for 
Touch Screen control in this game. 


Blow away all the clouds 


* 
59 


ਦਰ - 6079 - ਅਜ - ਲਤ 
Simultaneously press and hold 


these buttons to access the screen 
on the right. = 


Press START to pause the game and access the pause 
menu. (See page 14.) 
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If you close your Nintendo DS during game play, the system 

will automatically enter Sleep Mode. (In Sleep Mode, the 

LCD screen display is turned off to conserve battery life.) 

To resume your game, simply open your Nintendo DS again 
to wake it up from Sleep Mode. 


®e Stylus Touch Action 


Use the stylus for 
all basic controls! 


Drawing 


Draw ouds Create Bubbles 


Draw clouds to create paths. Draw cloud circles to create bubbles. 
Baby Mario and Yoshi will follow the cloudy Enclose enemies in bubbles to turn them 
paths you create. You can also draw walls of into coins. 

clouds to keep enemies away. 


To throw bubbles, touch them with the stylus, 
slide the stylus in the direction you want to 
throw the bubble, then lift your stylus from 
the screen. 


There is a limit to the number of clouds 
you can draw. As you draw new clouds, 
the old clouds disappear. 
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You can perform a variety of different actions 
just by touching the screen. 


- Eat Fruit 


When you touch Yoshi, 
he jumps. Each time you 
touch Yoshi while he is 
jumping, he will do a 
flutter-kick jump. 


: Whenever a piece of fruit is 
in — of Yoshi, he will automatically eat it. If 
you can get fruit into a bubble, you can slide the 
bubble to Yoshi to get him to eat it. 
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The amber of points you earn while Baby Mario falls will determine which 

Yoshi picks up baby Mario. The Yoshis travel at different speeds and can carry 

different numbers of eggs. 


In the ground areas, Yoshi is always moving toward his goal. Just like 
in the sky areas, you can slide the stylus across the screen to draw 
Clouds and create paths for Yoshi. In the ground areas, though, if an 
enemy hits Yoshi even once, your game is over. 


Each game mode features two areas: a asy area and a ground area. You'll start by playing through 
the sky area and then continue on to the ground area. Below you'll find game-play basics that apply 
to all modes. 


Sky Areas Areas eas (Vertically Scroi Scrolling) | 

In the sky areas, your objective is to guide Baby Mario as he falls and safely 
| land him on the ground. Draw clouds around enemies to turn them into 
bubbles and prevent them from popping Baby Mario's balloons. 


You can change the direction Yoshi walks on the Options screen. 
See page 22. 


This shows the number of points you've earned in Yoshi's 
the sky area. The color of the Yoshi that catches Baby 
Mario varies based on how many points you've scored, ਵਿੱਤ 


This is where the main objective of each mode will 
appear (such as distance or time). 


Three balloons keep Baby Mario from crashing to 
the ground. Each time Baby Mario gets hit by an 
enemy, one balloon will pop. If all three pop, your 


game ends. Pay close attention to how many 
balloons you have left. 


(The Pause Menu l ਰ੍ = up PM 


Press START during a game to pause the game and view the pause menu. Touch the screen to choose 
menu options. 


Continue playing the game. 


Continue 


KEII Start playing from the start of the ground area. 


"Eae Start playing from the beginning of the sky area. 


W T View the Options menu. 
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(Results Screen 


Each mode has its own results screen that appears after you 
finish playing a game. If your score is high enough to be 
recorded in the rankings, you can choose an icon to represent 
you in the rankings. Just touch the icon you like to choose it. 
Afterwards, you can restart from the beginning, continue 
from the midpoint, or quit and choose another mode. 


Touch the arrows to choose a 
different set of icons. 


Q score Score Attac Attach — — 39 
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Mode Explanati 


The objective in this mode is to score as many points as you can. Ir you've 
earned enough points between the start of the game and the end of the 
ground area, your score will be saved in the rankings. 


Remaining Your current points. 


The distance to the end. 
The flower field 
Where the stork waits 
marks the end of 
Score Attack mode. 


f How to Earn Points — to Earn Points 


Collect the coins in the level to earn 
points. The point values of coins vary 
depending on their colors. You can also A 
increase your score by hitting enemies 
with eggs. 


(Marathon — m EMO 


The objective of Marathon mode is to try to get as far through the 
ground area as you can. Your score will be the distance you've traveled 
since the start of the game. Unlike Score Attack mode, Marathon mode 
never ends. 


The distance you've traveled. 


Your current points. Flags will appear in the 
level marking both the 
highest scores and the 
last point you made it 
to. Your objective 
should be to get past 


these flags. 


Note: For each 100 points you 
earn, a Super Star will appear. 
(See p. 24.) Your points then 

return to zero. 


Every 1000 yards a new Yoshi 
will be waiting to carry Baby 
Mario through the next level. 
Yoshi's abilities change 
depending on his color. 
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Q Time Attac Attack za ee ee 


In Time Attack mode, your objective i is to rescue Baby Luigi from the Toadies as quickly as possible. 
Your score is based on the time it takes you to do so. Save Baby Luigi before the Toadies reach the 
end of the ground area. 


Your current time. 


Remaining 
Eggs Distance 


Distance remaining until | 
the end. 


Rescuing Baby Luigi 


You must hit each of the Toadies with eggs several times in order to 
knock them away from Baby Luigi. Once you've knocked a Toady 
away, you must hit it once more with an egg to defeat it. Keep 
repeating this process until you've freed Baby Luigi. 


You can access the Time Attack mode 
once you've earned the highest 


score in Score Attack mode. 


aa as ——— — ——À — — " "E -- — — ਦ਼ ਜਦ i — MÀ —— —À— — ——À 


Challenge KS Vs. Battle — — pies cee ee) 


Challenge mode challenges you to get as fat through the ground area as you can within a set time Two players can play against each other via DS Before playing Vs. Battle, be sure to follow the 
limit. When time runs out, Kamek attacks. Like Marathon mode, there is no end to the level, and Download Play with just two Nintendo D$ systems 77:77100017000007 
like Marathon mode, flags appear marking the high score and your last score. Your objective is to and a single Yoshi Touch & Go Game Card. 14-15 of the Nintendo D$ instruction booklet. 
make it farther than these flags. Your score is based on the distance you've traveled. 
Pe Touch the Vs. option on the main menu and wait as On the Nintendo D$ system menu, choose D$ 


your Nintendo DS searches for r | Download Play and wait until 
your opponent. the game you want to join 


Remaining Eggs 
— lanam] rag 
06004 EI Ife Remaining time. 


JOE) The distance you've traveled. 


appears. 
Getting a High Score — 
g 3 Once your opponent has chosen to enter the Touch the panel of the Yoshi Touch & Go opponent 
The points you earn for collecting coins and defeating enemies are match, the screen on the right F you want to play against. -一 一 
added on to your timer. Rather than simply trying to go as far as will appear. After confirming 
you have the right opponent, 


you can, you'll need to earn as many points as you can to give 


yourself more time touch the word “Yes”. 


Challenge mode can be 
accessed after you've 
earned the highest score 
in Marathon mode. 


If a communication error 


occurs while playing, follow 
any instructions that appear 
on-screen. 


Viewing the Vs. Screen 


Remaining Eggs 


Your own character is 
displayed on the Touch 


Screen. As with all ground 
areas, you control your 
character using touch action 
on the Touch Screen. 


The first player to reach the goal wins. 


If you get hit by an enemy or fall into a 
hole, you lose. 


Hit enemies with eggs to defeat them. If 
you defeat three or more enemies with a 
single egg, enemies will appear in your 
opponent's path. 


Distance to the Goal 


Your opponent and his or her 
information is displayed on 
the Top Screen. 


The host player plays as Baby 
Mario. The guest player plays 
as Baby Luigi. 


The Results Screen 


Once the victor has been 
determined, a screen like 
the one on the right will 

appear. Choose continue 
to play against your opponent again. 


You cannot save your win/loss record. 
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Rankings and Saving 
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Rankings — 


If after playing any mode your score ranks among the 

highest scored in that mode, your score will be saved in 
the rankings list. You can also check the rankings for all 
modes at any time from the main menu. 


Date the score was earned 
and the color of the Yoshi the 
score was earned with. 


Touch any mode name to check the 
highest scores for that mode. 


Touch this icon to erase all scores for the 
selected mode. Once scores have been 
erased, they can never be recovered. 
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Return to the Main Menu 


( Options ! 


= M 


The Options screen is where you go to change game settings. Touch & and BP» to adjust settings 
for any option. 


Set audio output to surround, stereo, or headphones. 
Turn the backlight on or off. 


Yoshi's Change the direction Yoshi runs in. Left-handed players may 
ME | want to try playing with Yoshi running from right to left. 


Turn this function on to receive an audio or visual cue indicating 
MS OCE SEI) when other Nintendo DS players are PictoChatting nearby. See 
page 23 for details. eee 


( Saving | 


er 
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Yoshi Touch & Go features an auto-save feature. Your high scores, the dates you 
earned them on, and the icons you've chosen for them will be saved 
automatically, as will option settings. (Note: Backlight and PictoChat option 
settings will not be saved.) 


When the screens on the right are displayed, press and hold ® + ®+@+@ 
Bb M88 to erase all saved data. Note that once data is erased, it 


cannot be recovered. 


PictoChat Search 


Your Yoshi Touch & Go game can search for nearby occupied PictoChat chat rooms and notify you if 
one is nearby-even while you're playing the game! This feature functions in all modes except Vs. 


To use this function, you must go to the Options screen and turn the PictoChat search option 
on. PictoChat search still functions when you close your D$ and activate Sleep Mode, resulting in 


more battery consumption than standard Sleep 


[E] will appear in the 
upper-left corner of the 
Touch Screen. Touch the 
[E] to join PictoChat. 


O V IETOCHRT 


If you're playing Yoshi Touch & Go when 
PictoChatters are nearby... 


Joining PictoChat 


After touching the E, tap the word “Yes” if you'd like to join the PictoChat 
session. Choosing "Yes" will power-off your Nintendo DS, and you will not be 
able to resume the game of Yoshi Touch & Go that you were playing. Tap the word "No" to continue 
playing your game. 


After your Nintendo D$ has powered-off, you will need to turn the power on again and choose 
PictoChat from the system menu. Note that in some cases a PictoChat session may end in the 
time it takes to power-off your Nintendo DS and turn it back on to start PictoChat. 


P. S 


Get items by guiding Baby Mario into them or hitting them with one of Yoshi's eggs. 
The only way to get fruit, though, is to get it in front of Yoshi so he can eat it. 


er Coins (1 point) [੬1 Apple (1 egg) 
Blue Coins (2 points) E Banana (5 eggs) 
2 Red Coins (4 points) m Watermelon (5 eggs) 


e Grapes (10 eggs) 


POW Block udi all 
D Melon (20 eggs) 


on-screen enemies.) 


* Super Star (Become Super 
Baby for a while.) 


Whenever you get a Super Star, 
Baby Mario becomes Super Baby 


andis invincible for a while. Super 
Baby moves very quickly, and in 
the ground area he can shoot an 
unlimited number of stars. 


You can defeat enemies by drawing dub. 
around them to trap them in bubbles or by 
hitting them with one of Yoshi's eggs. 


These creatures fly across the screen at 
varying speeds. 


* Shy Guy 


Shy Guys walk along the ground until they 
encounter a hole blocking their path-then 
they turn around. 


These critters don't move, but because they 
are covered in spikes, they can't be trapped 
in bubbles. Hitting them with eggs is the 
only way to defeat them. 


These creatures mull about in one place. 
Watch their movements carefully before 
trying to defeat them. 


These little pests always home in on Yoshi 
and Baby Mario. Keep an eye out for them, 
because they're pesky and persistent. 


These propeller-enhanced Shy Guys patrol 
the skies. They come in different colors, 
with different movements to match. 


' Spiked Fun Guy 


Hit this little guy with an egg to send him 
rolling backward along the ground. Knock 
him into other enemies to defeat him. 


Look for other enemies besides these! 


@3} 


Soinestines when | hit fruit of enemies with 
| Q eggs a starburst with a number appears. 
What is this? 


| This shows how many enemies or objects you 
hit with a single egg. When one of these 
( appears, you earn bonus points. — 
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| Q How do | defeat Kamek when he appears in | 


Challenge mode? 


| $essesot4doesessetusesoecoretateeoecsectiaesecesecsuscoseoo | 


Kamek appears when time runs out, and there , 
is no way to defeat him. Pay attentiontothe — ' 
timer and try to make sure he doesn’t appear. ! 


— — 


» 


In some modes | can draw clouds of 
Q a different color. What do these 
clouds do? 


The different colored clouds in Vs. and 
A Challenge modes allow Yoshi to walk 
| 4 faster when he walks on them. _ 
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Important Legal Information 


Copying of any video game for any Nintendo system is illegal and is strictly prohibited by domestic 
and international intellectual property laws. “Back-up” or “archival” copies are not authorized and 
are not necessary to protect your software. Violators will be prosecuted. 


This video game is not designed for use with any unauthorized copying device or any unlicensed 
accessory. Use of any such device will invalidate your Nintendo product warranty. Nintendo (and/or 
any Nintendo licensee or distributor) is not responsible for any damage or loss caused by the use of 
any such device. If use of such device causes your game to stop operating, disconnect the device 
carefully to avoid damage and resume normal game play. 

If your game ceases fo operate and you have no device attached to it, please contact Nintendo 
Customer Service (see below). 


The contents of this notice do not interfere with your statutory rights. 


This booklet and other printed materials accompanying this game are protected by domestic and 
international intellectual property laws. 


For further information or assistance, please contact: 
Nintendo Consumer Service 

www.nintendo.com 

or call 1-800-255-3700 

(U.S. and Canada) 
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Warranty & Service Information 


You may need only simple instructions to correct a problem with your product. Try our web site at www.nintendo.com or call 
our Consumer Assistance Hotline at 1-800-255-3700, rather than going to your retailer. Hours of operation are 6 a.m. to 7 p.m., 
Pacific Time, Monday - Sunday (times subject to change). If the problem cannot be solved with the troubleshooting information available on-line or 
over the telephone, you will be offered express factory service through Nintendo or referred to the nearest NINTENDO AUTHORIZED REPAIR CENTER. 
Please do not send any products to Nintendo without contacting us first. 


HARDWARE WARRANTY 

Nintendo of America Inc. ("Nintendo") warrants to the original purchaser that the hardware product shall be free from defects in material and 
workmanship for twelve (12) months from the date of purchase. If a defect covered by this warranty occurs during this warranty period, Nintendo or 
a NINTENDO AUTHORIZED REPAIR CENTER will repair the defective hardware product or component, Tee of charge. The origina purchaser is entitled 
to this warranty only if the date of purchase is registered at point of sale or the consumer can demonstrate, to Nintendo's satisfaction, that the product 
was purchased within the last 12 months. 


GAME & ACCESSORY WARRANTY 

Nintendo warrants to the original os that the product (games and accessories) shall be free from defects in material and workmanship for a 
period of three (3) months from the date of purchase. If a detect covered by this warranty occurs during this three (3) month warranty period, 
Nintendo or a NINTENDO AUTHORIZED REPAIR CENTER will repair the defective product, free of charge. 


SERVICE AFTER EXPIRATION OF WARRANTY 

Please try our web site at www.nintendo.com or call the Consumer Assistance Hotline at 1-800-255-3700 for troubleshooting information and/or 
referral to the nearest NINTENDO AUTHORIZED REPAIR CENTER. In some instances, it may be necessary for you to ship the ਆ product, FREIGHT 
PREPAID AND INSURED FOR LOSS OR DAMAGE, to the nearest service location. Please do not send any products to Nintendo without contacting us first. 


WARRANTY LIMITATIONS 


THIS WARRANTY SHALL NOT APPLY IF THIS PRODUCT: (a) IS USED WITH PRODUCTS NOT SOLD OR LICENSED BY NINTENDO (INCLUDING, BUT NOT 
LIMITED TO, NON-LICENSED GAME ENHANCEMENT AND COPIER DEVICES, ADAPTERS, AND POWER SUPPLIES); (b) IS USED FOR COMMERCIAL PURPOSES 
(INCLUDING RENTAL); (c) IS MODIFIED OR TAMPERED WITH; (d) IS DAMAGED BY NEGLIGENCE, ACCIDENT, UNREASONABLE USE, OR BY OTHER CAUSES 
UNRELATED TO DEFECTIVE MATERIALS OR WORKMANSHIP; OR (e) HAS HAD THE SERIAL NUMBER ALTERED, DEFACED OR REMOVED. 


ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE 
HEREBY LIMITED IN DURATION TO THE WARRANTY PERIODS DESCRIBED ABOVE (12 MONTHS OR 3 MONTHS, AS APPLICABLE). IN NO EVENT SHALL 
NINTENDO BE LIABLE FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES RESULTING FROM THE BREACH OF ANY IMPLIED OR EXPRESS WARRANTIES. 
SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS OR EXCLUSION OF CONSEQUENTIAL OR INCIDENTAL 
DAMAGES, SO THE ABOVE LIMITATIONS MAY NOT APPLY TO YOU. 


This warranty gives you specific legal rights. You may also have other rights which vary from state to state or province 
to province. 


Nintendo's address is: Nintendo of America Inc., P.O. Box 957, Redmond, WA 98073-0957 U.S.A. 


This warranty is only valid in the United States and Canada. 
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